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Each piece moves like a king in modern checkers, one step along a line from intersection to intersection.  


Captures are also as kings in checkers, by jumping along a line over a piece to the empty intersection immediately beyond it, including a series of successive jumps by the same piece (even changing lines of movement between jumps) as long as it can continue to capture.  


There is a “huffing” rule: make the longest possible jump.  


When there are several possible jumps, say a single, a double, and two triple jumps, if the player takes one of the longest possible jumps (either triple in the example) they are fine but if they take the single,  double, or no jump  instead then one of the pieces that should have jumped (made a triple in this case) may be removed by their opponent before the next move.  
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Get a copy of Medieval Games by Salaamallah the Corpulent








